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This course explores literature and artificial intelligence, analyzing works like
"I, Robot" and "Altered Carbon." It combines theory and case studies,
examining Al in "Ender's Game" and "Neuromancer," and addresses virtual
reality and ethics in "Ready Player One" and "Robots and Empire." Topics
include Al in detective fiction, automation, space exploration, surveillance,
self—replication, virtual consciousness, digital identity, and self-awareness.
The goal is to provide a foundational understanding of literature and Al,
fostering curiosity and critical thinking,
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1 | AFREETLE E—i}\l*"%é’]x This course explores the intersection of literature
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Bz 3% é‘fﬁ’ié’]:}bb%l M &4, | automation, space exploration, surveillance,
self-replication, virtual consciousness, digital identity,
and self-awareness. The aim is to provide
foundational knowledge and foster critical thinking,
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